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f*ftuina recreativa perfcccioncda. 




Fig. 1 
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• , -ot-w- del tioo cue comprende una plural id ad do tfirwores j 

^SS'aTSSE- ^ do esJlecer multiples condones, 
suscentibies de P^oio. inCor pora una pluralidad de indic.-.dores , I 

Consta de una P™^o« «mjan escalonndaneme los diferentcs <.alo-j 
portadores de Crafirao^ que relie 0 an miliar cue a traves de 

res de los ? re»io6 fJJJsSSes de^ccionaniento, y ante el re-istro por , 
los "rrespondientes pulsadores ae posi bilita la vanacifa 

parte del -ci^uxto He una sx^iacx on P c l vnlor del premiojydeur 
Sca-S BB Sur^3a--l?Sl resultado adoptado por el cxrcuxto au, 
xiliar* 
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I* presente invencior. sc refiere, septa se eipresa er. el 
enimciado de esta »e«oria descriptive, a una naquina recreati- 
va que ha sido emblement* perfeccionada en order a potenciar 
bus caracteristicaa funcionales. ^ . 

La .equina V* la invencion propone es del tipo de las que ' •. 
incorporan un j.*go de tambores, o tacbores sinulados, portadores 
de siebolos canaces de eatablecer diferentes coobinaci one b , eu^y 

ceptiblee de preeio. 

En estae .aquinas, cooo es sabido, el introducir una moneda . 
6e ponen en funcioneaiento los citedos -taoboree", y su parade../, 
detemina una cenbinacion, preetablecida en el program de go6iijt»o 
de la .equina, existiendo respectivos pulsedores pare la paraiaVde 
log tambores, aunque realeente tales pulsedores no inciden en.;H I 

ccobinaci on final, 

Los perfecd mementos q« la invencion propone estan orien- 
tados hacie une -prolongacion- en el juego, con una uayor partici- 
pacion par parte del jugador. 

En este sen tide le nequina incorpore en eu pantalla, adan.es 
de lor indicadores convencionales correspondientes a lee poeiblee- 
oooMv-i — con preaio, otra eerie de indicadores correspondien- 
tes a los diferentes valores relativos a los diversos preeios, de 
aanera que cuando ee consign una combinacion preaiada, se iluaina 
el indicador correspondiente el valor obtenido. Un indicador — 
plementario, preferenteaente provisto de los signos * y » il- 
^nara taabiln iaforoanio al jugador de que, a partir del proeio 
obtenido, puede intentar auaentarlo, con el rieego de que este dis- 
^uya, aediante el accionaaiento de un puleador auxilier. Obvia- 
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. * - — - — """"" " " : 

-.Tn-ntaria ee nairtiene durante un perfodo 
6 ituaci« de jusadacompleoentana 

. m .rrido el cual se elimina tal posibilioad.?.. 
preetablecido, transourrido el cuaa 

U diquina su-inistr. el pr»io obtenido originate. /. ; 

Eli6t e ade.es una eegunda 5 ugada auxiliar, para 1. cual 
^ incorpora en sue ^bores", ade.as de los -otivoe o gra- 
fiH ,oe con ice „. se conaigue te — Uvos nuocros 

wyo .■atorio se transform en el nuaero de avances . — .t-r 

. • .« auxiliar establecido en la propia pantalla 
a un tablero de j-»8P auxiliar * 

de la maquina. 

on6tar 9olo sera factible cuando la 
Esta jugada auxiliar, que tar. soil* 

d — — — • - 11 " Me " 

» - - -> «— - """"" ~ " ""^ 
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con cifererues valoracioncs, y el jugador poira obtencr un pre- 
Kio cocplcoen'.ario en funcior. ce la situaci6n correspondicnie ai 

sunatorio de avances. 

De forna oas concreta en dicho tablero auxiliar Be establecs 
^ nuffl eracion correlative, correspondiente a los diferentes avan- 
ces, exietiendo eimboloo carentes de premio, otros simbolos qu C .a. 
6U vez suoon* «*s avances, s£»bol« que dan preaios directoa o in- 
directos, especificaaente valorados, y praoioa sorpresa cuyo valer 
n0 aparece reflcjado en pantalla y sera deterainado por la maS-ida, 
tanbien en fMnci^ de la programacicn realiiada al efecto. 

Para conplentax la descripci6n que eeguidaaente se ve a reaji- 
2ar y para llegar a una mejor coaprensicn de laa caracteristipa*. 
eel invento, se acompsSa • ^ otU * escri > tivs ' 

parte in-egrante de la mieaa, ce una hoja unica de pianos en )a que 
con caracter iluetrativo y no imitative y en su unica figure,* ae 
,3 representado una viata parcial en aUado frontal de una aaquina 
recreative realizada de acuerdo con Jo, perfecci ententes objeto de 

la presente invencian. 

A i a vista de esta figure puede observarse coco la Equina re- 
creativa qu, la invencion propone incorpora una eerie de "tanbores" 
1 portadores cada uno de ellos de una pluralidad de sl.bolos, capa- 
ce , de establecer diferentes cocbinaciones susceptible* de preaio, 
estando cada uno de tales ta-bores 1 asistido por el correepondiente 
pu lsador 2 para efectuar su .pueeta parade, a la ves que un pulsador 

3 estate la pueata en funcionan.ier.to de dicbos taabores 1, trae 

la introduccion de la correspondiente moneda. 

B, la pantalla de le Equina existira, co*o es convencional, 
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una ssrie ce indicates 4 relatives a las diforente^ coobinacio- 
ncs susce?tibles de preaio S a loo respective* premios. 

A partir de esta e structured on convene! cmal , los perfecciona- 
mientoG ?is la invencion propone se centrar. en la existencia ademas, 
en la pantalla de la miquina, de otra aerie de indicadores 5, en loo 
que aparecen respectivos valares 6 corrcspondientes a la; difereht«s 
pnaios obtenibles por el jugador, de aanera que se establece una 
escala prtgresiva desde el valor mi'nlaio hasta el valor maid mo... EA 
el ejemplo repreaentado en la figure, tales valores son de 25-^75- 
123-1 7 S-2 50-350-500, pero obviamente estos valores pusden variar 

sin limitacion alguna. 

Cada >mo de estos indicadoree 5 esta asistido por un pil<rt?'lu- 
Biniscente y, cuando en los tambores 1 ee consigue una combing 
premiada, se enciende el piloto correspond iente al indicador Jdrt 
valor obtenido. 

SiBultaneamente se activa otro indicador 7 que informa al juga- 
dor sobre la posibilidad de realizar una primera jugada auxiliar, 
consistente, coco anteri ornente se ha dicbo, en aunentar el valor del 
prenio obtenido, en un escalSn, con el rieego de disminuirlo ta*bien 
en un escalan. 

Para ello existe otro pulsador 8 con el que se lleva a cabo tal 
jugada auxiliar, existiendo un indicador 9, con Ice simbolos *1 y -1, 
iluminandose en cada caso el sfmbolo correspondiente al result ado de 
tal jugada aunliar, suoinistrando seguidanente la miquina el premio 
conseguido sn funcicn de la misma. 

Esta jugada auxiliar es opcional de manera que, tras la ilumina- 
cion del indicador 7, y tras un tiempo p-establecido, si el jugador 
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n0 ha actuado sobre el pulscdor 8, 1 riqu.na suninistra dir,c*a- 
ffl enteel prenio o« 9 nid 0 en la principal. 

Los resu „ 3 dos de esxa auxiliar no son aleatorios, e,no 

que el auaento o la disninucion del pre,io original se encontrara 
deoi aane„te p^a-ado, en orden a la .1*1. — •« - 
Bomen to .1 Percentage de pr^ioe prestablecido , con respecto a 1.. 

recaudaci&w 

U ^uina orrece adecas una eegunda jUg ada auxiliar, pa~^ 
cal 1- P-Pios tesbores 1, ade»£e de los aotivos convened ale,; 

respective nu^ros 10. Cuanao * co.Mna.6n ootenida 
en los t^bores 1 no tiene P re B io airecto, , -Men a travee.dej, 

de la naquina, se efectua el sumaton.o-de 
circuito ae progranaci cm de la maq 

.,™ c „. • - — " 

a. u » -«--■—" — -*" - "*- 

rir.to. 

. * - »«--blece una alineacion de sinbolos 12 
En dicho laberinto se esvcblece un 

35 , „„ w *. - "-" 1Ci6 " 

.„„-■ , ' — ™ 

ft .... „•.* «" " f ™< ; * d °* 

„™io directo, concretaitente en el ejemplo de 
13 que deteroinan un premie direct, 

, Aa 0 c pen y 500 pte., eristen otros simbolos, 
realized 6n elepdo de 25, 

. , c con 14, que suponen un numero comple- 
concretanente los references con 14, q. 

» avances numer, cue a r arece reflejado en los cisacs, 
oenUrio de avances, nun*: 
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exister. techier. Binboloc :uc te-xn^nar 

fl.chis IS exister. o'.ror siVcolos, uj=o lor- 

. , r con 16 que se corresponden cor. Ice- frafiico* exis- 
referer.ciados con 10, 

„. ,» p»ed, .., *«-*>«• ">~ *» 

rea n„. 1. • J— * " £S -" 0S ' * *" 

con I. «- - « M """^ U ' 

_uiu , - - - — •' a "■' le ■ en, '• " 

Jw ri» .... ~ — fc * ".*?> 

.7 , - — • -. " *' ^ ' ~" " 

rv. ^ -An del simbolo M sobrc el que «e consap tal 
pulsador 19. E" funcl0n del 81 , . 

V - „ narte de U Equina ** contatilizacifc de 

parada, ee efectuara par parte ae i« q 

...vances" **»^ n en 01 t * Wer ° """^ "'^ 

los nuevos "avances - km 

r ^ entes a premios misteriosos, que la ma- 
o mas Bimbolos 20 correspond lentes a pre 

, „ rtn su rjrofrraiDaci 6n y que no ee refle- 
q uina Buministra de acuerdo con su progr 

jan en pan tal la. 
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o tien m «i:!erar. tras cada junada. 

ft-*, tacbien es r ecial *enci6n el hecho de ,ue los si.bo- 
W 12 cencionados con anterioridad coe.0 carentes de valor, son 
transfo^aoles en svar.ces de los ta„oores 1, por parte del 
dor , oediante el accionaoiento de los pulsadores 2. este ser.-^ 
tide , cartlendo de la representee^ de la fi^a, en cue *o- ; 
bre los ta B boree 1 aparecen visits los nuaeros cuatro, uno y cos, 
el ^torio de eetos nfceros es siete » tal n^ero de avances en 
el ta blero auxiliar 11 determine un ^ol« del tipo de los ref^n- 
ciadoB con 12* 

Estos siete evances pueden T su»inistradoe a uno o ass de, 
los tac bores 1 a traves de los puleadores 2, con lo „ue ee ^ 

- ^^ultante y se podra llegar a una a la 
ficara la conbiracion reaultanxe y ^ ^ 

corresponda un premio. 

En cual q uier case ee. eons*ue un,- considerable pote^iacion' 
del atractivo de la por cuanto ,ue existe una -,-r parti- 

tion por Parte del ^ador en el deaarrollo del jU * C o. 

^crito el oooeto del preeente Kodelo de Utilidad v eus die- 
tinta. partes, se declara ,ue lo c_ue conetituye la eeencialided del 
Bi s»o ee lo que ee concrete en las siguientec: 



25 
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REIVINDICACI0N£S_ ^ . 

1.- tUQUINA RECREATIVA PERFECCIONADA, que Si'ehdo 
del tipo de las que se constituyen mediante una plurali- 
5 dad de "tambores" portadores de grafismos capaces.de es- 

* • 

tablecer multiples combinaciones, susceptibles de premio, 
esencialmente se caracteriza porque su pantalla incor- 
pora una pluralidad de indicadorea, portadores de grafis- 
mos que reflejan escalonadamente los diferentes vaWes 

10 de los premios obtenibles, estableciendose en la circui- 
teria de control de la maquina un circuito auxiliar que, 
a traves de correspondientes pulsadores de accionamiento, 
y ante el registro por parte de dicho circuito de una si- 
tuacion de premio, posibilita la variacion h»cia mas o 

15 hacia menoa, en uno o dos escalones, en orden a aumentar 
el valor del premio, a rieago de que este pueda disminuir 
con la particularidad de que la maquina incorpora un in- 
dicador auxiliar informative de tal posibilidad, asi como 
un segundo indicador auxiliar indicativo del resultado 

20 determinado por dicho circuito auxiliar-, tras el accio- 
namiento del o los correspondientes pulsadores. 

2.- MAQUINA RECREATIVA PERFECCIONADA, segun rei- 
vindicacion 1, caracterizeda porque los tambores incorpo- 
ran, ademas de los grafismos combinatorios convenciona 

25 les numeros complementarioa asistidoa por un circuito 
sumatorio que, ante una combinacion no premiada, con- 
vi.^rta dicho sumatorio en un tren de impulses suminiatra- 
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do a un "laberinto" establecido en un tablero de ^ juego 

auxiliar, determinando "avarices" sobre dicho laberinto 

■ * • 

con la particularidad de que en este ultimo se es-ttfble- 
cen premios complement arios a traves de los citados avan- 
5 ces. 

3.- MAQUINA RECREATIVA PERFECCIONADA , segiri-rei- 
vindicaciones anteriores, caracterizada porque en el ci- 
tado laberinto se establecen posiciones en las que se 
activa directamente el contador de monedas de la'oaquina, 

10 para el suministro directo de premios, posiciones en las 
que se habilitan los pulsadores de accionamiento de. los 
tambores de la maquina, para variar la combinacion ob- 
tenida y posiciones, complementarias de las anteriores, 
que resultan inoperantes. 

15 4.- MAQUINA RECREATIVA PERPECCIONABA, segun rei- 

vindicaciones anteriores, caracterizada porque en el 
citado laberinto se establecen interconexiones determi- 
nantes de "saltos" en el mismo al establecerse el acceso 
a determinadas zonas del mismo. 

20 5.- MAQUINA RECREATIVA FERFECCIONADA , segun rei- 

vindicaciones anteriores, caracterizada porque en el la- 
berinto se establece una alineacion serie de motivos, 
que se iluminan 3ecuencialmente, habiendose previsto 
que dicha iluminacion secuencial sea intcrrumpida con 

25 la colaboracion de un pulsador de bloqueo que fija el 
valor de uno de tales motivos 7 que define an numero de 
avances complementarios en el laberinto. 
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G.- IUQUINA RECREATIVA PERFECCIONADA , segun queda 
descrito 7 reivindicado en la present e memoria, que cons- 
ta de once hojas todas ellae escritas a maquina por una 
sola de sus caras 7 se repreaenta en los dibujos que se 
5 acompanan. . , 



Madrid, 21 de junio 1.983 
JULIO HERRERO. 
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(54) 

Improved gaming machine. 

Fig. 1 

5[illegiblel6916 

(5?) Gaming machine of the type which includes a multiplicity of drums carrying icons capable of 
establishing multiple prize-winning combinations. 

It cons is,s of a screen which incorporated a multitude of displays carrying icons which reflect the 
stages, of the values of the different pr.ze levels obtainable; with an aux.liary circuit which through the 
corresponding action push-buttons, and before the registration by the circuit of a pnze-wmmng s.tuat.on, 
ntakes a variation poss.ble either upwards or downwards, so as to increase the prize value; and to d.splay 
or report on the result adopted by the auxiliary circuit. 
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PFSCRfPTlVE NOT E 

This invention, as is stated in the abstract of this descriptive note, refers to a gaming machine 
which has been s.gnif.cantly improved in order to make its features more powerful. 

The machine wh.ch the invention proposes is one ofthe type which incorporates a se, of drums, 
or simulated drums, carrying symbols capable of establishing different pnze-wmning combinations. 

As is known, upon introducing a coin into the slot of these machines, the drums are set in motion, 
and their stopping determines a combination, pre-established in the machine control program, where 
respective push-buttons exist for stopping the drums, even though such push buttons do not have any 

effect on the final combination. 

The improvement proposed by the invention is d.rected towards the "prolonging" ofthe game. 

with a greater participation by the player. 

h this sense the machine incorporates on its screen, ,n addition to the conventional displays 
corresponding to the poss.ble prize combinations, another series of displays corresponding to the 
different values pertaining to the various prizes, so that when a prize-winning combination is ind.cated, 
the display lights up corresponding to the value obtained. A complementary display, preferably provided 
with the signs + and -. will also light up reporting to the players, that starting from the prize already 
obtained, he can attempt to increase it with the risk that it decreases, via the action of an auxihary push 
button. 
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Obviously .his possibility will only be offered by the machine when the prize obtained is not a limiting 
one, that is to say, when it involves neither the maximum nor the minimum prize. 

The action of such a push button after an auxiliary circuit in the machine's program is activated 
by pushing it, so that (he prize initially obtained can move to the value immediately higher or lower, with 
this result reflected in the corresponding display and the machine supplying the corresponding prize. 

There also exists a timing circuit, so that the complementary play situation is maintained during a 
pre-established period, after which this possibility is eliminated and the machine supplies the prize 
originally obtained. 

There exists furthermore a second auxiliary play, by wh.ch the machine incorporates in its 
"drums" respective numbers, in addition to the mot.ons or icons with which the combination is obtained, 
where their sum is transformed into the number of advances and feeds an auxiliary gaming panel 
established on Ihe screen of the machine itself. 

This auxiliary play, which will only be feasible when the combination obtained on the "drums" 
does not correspond to a direct prize, and shall not always be so, that is to say that the machine shall offer 
such an auxiliary play, only when the percentage of the takmgs so permits and, according to the 
coefficients of Ihe programmed and pre-established prizes, supposes a number of advances, equivalent to 
the previously cited sum, on the auxiliary panel, so that a series of symbols is established on such a panel 
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whh differen. values, and .he player may obtain a complementary pnze as a function of the si.uat.on 
corresponding to the sum of the advances. 

In a more definitive manner a related numbenng is establ.shed on said auxiliary panel, 
corresponding to the various advances, with symbols lacking prizes, other symbols which in turn suppose 
more advances, symbo.s which y,e.d d.rect or indirect pnzes, of specific value, and mystery pnzes where 
,„eir value is no. reflected on the screen and will be determ.ned by the machine also as a function of the 
programming performed for the purpose. 

1„ order to complement .he description which shall be realized below and in order .0 reach a 
be..er understanding of the features of the invention, a single sheet of plans shall be attached to this 
desenptive note, as an integral part thereof, in wh.ch in its sole figure with an illustrative and unrcs.nc.ed 
nature, has been represented a partial front facial view of a gaming machine, realized accordmg to the 
improvements which are the objective of this invention. 

From the view of .his figure may be seen how the gaming machine that the invention proposes 
incorporates a series of "drums" I. each one carrying a mulfi.ude of symbo.s, capable of establishing 
different prize-winning combinations, where each one of sa.d drums 1 is served by the correspond 
push button 2 .0 perform its presumed stop, at the same time as a push button 3 establishes the start up of 
said drums, after the introduction of the corresponding coin. 
On the machine's screen shall exist, as is customary, 
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a series of displays 4 relative to the different prize-winning combinations and lo the respective prizes. 

Starting from this conventional structuring, the improvements that the invention proposes also 
center on the existence upon the machine's screen of another series of displays 5, in which -appear the 
respective values 6 corresponding to the different prizes obtainable by the player, so that a progressive 
scale from the minimum to the max.mum value is establ.shed. In the example represented, in the figure, 
said values are 25-50-75-I25-I75-250-35O-5O0, but clearly these values can vary without any limit. 

Each one of these displays 5 is served by a pilot lamp and, when the drums 1 attain a prize 
combination, the pilot light illuminates corresponding lo the indicator 5 of the value obtained. 

Simultaneously other display is activated 7 which reports to the player on the possibility of 
making a first auxiliary play, cons.st.ng, as stated previously, in increasing the value of the prize 
obtained, in steps, with the risk of decreasing it by one step also. 

For that another push button 8 exists with which the auxiliary play is carried out, with a display 
9, with the symbols +1 and -I lighting up the symbols in each case corresponding to the result of the 
auxiliary play, w.th the machine thereafter supplying the prize obtained based upon .he play. 

This auxiliary play is optional, so that, after the illumination of the display 7, and after a pre- 
established time, if the player 
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has not acted on key 8, the machine will supply directly the prize obtained in the main play. 

The results of this auxiliary play are not random rather the increase or the reduction of the 
original prize will be found as properly programmed, so that machine at all times supplies the percentage 
of the pre-established prize with regard to the takings. 

The machine further offers a second auxiliary prize, for which the drums 1 themselves, in 
addition to the customary motions, incorporate respective numbers 10. When the combination obtained in 
the drums 1 does not have a direct prize, and also through the programming circuit of the machine, the 
sum is performed of the cited number 10 and such sum is transformed into a number of "advances" 
supplied to an auxiliary panel 1 1 existing on the machine's screen and preferably configured according to 
a labyrinth. 

In said labyrinth an alignment of symbols 12 is established in proper order, which are 35 in 
number in the realization example chosen, but where their number can vary without any limitation and 
such symbols are duly numbered to establish the order of "advances" with each one corresponding to a 
different value. 

In this sense symbols exist such as those referenced as 12, which are without value, other 
symbols exist such as those referenced with 13 which determine a direct prize, specifically in the 
realization example chosen of 25, 250, and 500 pts, other symbols exist, specifically those referenced as 
14, which suppose a complementary number of advances, a number which appears reflected therein, 
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s^bols also exist which define a skip in ,he labyrinth, Reeled by the a m,w 15, other symbols cx.s., 
such as those referenced with .6, which do not correspond with the existing icons on the drums 
, and where their range determines .he combination on said drums based on .he symbol .6, wh.ch 
supposes a pnze wh.ch may be obta.ned directly but which in addition perm,* making the firs, aux.hary 
p,ay for more or less through the displays 5 and finally other symbols exist, those referenced w,«h 17 
wh.ch also determine a complimentary number of advances bu, with the specificity that such a number ,s 
not preset on .he screen, and the player, a. least apparently, participates in that. In regard to these 
symbols 17, in the upper zone of the aux.hary playing panel, a symbol alignment is estabhshed wh.ch 
illuminates sequentially when the advances reach one of the symbols 1 7 and where its halting ,s 
controlled by the player through push button 15. As a function of the symbol 18 on wh.ch such a halt ,s 
Sieved, the accounting of the new "advances" shall be performed by the machine. There also ex.sts ,n 
the auxiliary switchboard 1 1 , one or more symbols 20 correspond to the mystery prizes, wh.ch the 
machine shall supply according to its programming and which are not reflected on the scree, 

Th.s second auxiliary play of the mach.ne shall be offered in principle to the player when the 
combination established on the drums 1 1 does not correspond to a direct prize, and not always, it be.ng 
offered only when the status of the machine's tak.ngs so permit. In an identical fashion, as a funct.on of 
such state of "advances" obtained on the auxiliary keyboard 1 1 will be accumulated from one play to 
another, 
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or alternativelyw.il be cancelled after each play. 

The fact deserves spec.a, mention that the symbols .2 mentioned prev.ous.y as w.thout a va.ue, 

auxdiarypanellldeterminesasymbolofthetypereferencedas^. 

These seven advances may be supplied to one or more of the drums 1 through the push buttons 2, 

b any case a considerable enhancement is achieved in the machine's attract.veness, therefore 
.here exists a greater participation by the player in the game's progress. 

Having desenbed One object of this Uu.ity Model and its different parts, i, ,s stated what 
constitutes the essence thereof is determined by the following: 
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CLAIMS 

1. - IMPROVED GAMING MACHINE, which is of the type formed by a multiplicity oP'drums" 
carrying icons which are capable of establishing multiple prize-winning combinations, essentially 
characterized in that its screen incorporates a.multitude of indicators, carry.ng icons which reflect the 
stages of the different prize levels obta.nable, and establishes in the control circuits of the machine an 
auxiliary circuit that, through its corresponding activation push-buttons, and before the registration by 
said circuit of a prize situation, it makes possible the variation upwards or downwards, by one or two 
steps, in order to increase the prize value, a. the risk that this may decrease with the speciflc feature that 
the machine incorporates an auxiliary display reporting on such a possibility, as well as a secondary 
auxiliary display of the result determined by said auxiliary circuit, following the action of the push 
button(s). 

2. - IMPROVED GAMING MACHINE, according to claim I, characterized in that because the, 
drums incorporate, in addition to the combinatorial icons, conventional complement^ numbers served 
by a summing circuit which, when a non-prize-winning combination is attained, converts said sum into a 
train of pulses fed to 



v. . 
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a « lab ynn.h" on an aux.l.ary game panel, determining "advances" on said labyrinth with .he specficty 
that the latter may establish complementary prizes through the cited advances. 

3.- IMPROVED GAMING MACHINE, according to the previous claims, characterized in that 
,he cited labyrinth establishes positions in which it acts directly on the coin meter of the machine, for .he 
direct supply of pr.zes, in which posi.ions .he push buttons are enabled for activating the machine's 
drums, in order to vary .he combination obtained and .he posi.ions, complementary to foregoing .hat turn 
out to be inoperative. 

4 - IMPROVED GAMING MACHINE, according to the previous claims characterized in that, 
,he cited labynnlh establishes determined interconnections of "skips" within it, on establishing access to 

determined zones therein. 

5.- IMPROVED GAMING MACHINE, according .o previous claims, characterized because in 
the labyrinth a series of movement al.gnments are established, which illuminate sequent.a.ly without 
intension, with .he ass.stance of a blockmg push button that fixes the position value of one ofsuch 
.notion and defines a complementary number of advances in the labyrinth. 
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6.- IMPROVED GAMING MACHINE, as is described and claimed in this note, which consists 
of eleven sheets all of them typed on only one side and are represented in the attached drawings. 



Madrid, June 21,1983 
JULIO HERRERO. 
p.p. 

[signature] 
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